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Wtiat is claimed is; 

1 . A gajne apparatus for executirLg a war simiilation game, 
comprifiing: 

a first generator for generating image data to display a normal 
5 state image on a preset display, which, inclvides a map, at least one 

player's element, and at least one opponent's element, both 
elements being positioned on the map; 

a first controller for activating the first generator when 
operation data indicating an operation by a game player is sent to 
lo the first conti-oller and controlling the first generator to generate the 

image data for the normal state image according to the operation 
data; 

a second generator for generating image data to display a 
combat state image on the preset display, which represents that one 
15 of the at least one player's element fights against one of the at least 

one opponent's element; 

a second controller for activating the second generator when 
the operation data is sent to the second controller and controlling 
the second generator to generate the imeige data in real time in 
20 response to the operation data; and 

a selector for receiving the operation data, determining 
whether or not the operation data satisfies a preset condition, and 
sending the operation data to either the first controller or the 
second controller in accordance witii the determination, 
25 2. The game appa.ra.tus according to claim 1, wherein the 

preset condition is whether the operation data includes an 



ixistnaction that desired one of the at least one player's element 
should fight against desired one of the at least one opponent's 
element. 

3. The game apparatias according to claim 2, wherein the 
selector sends the operation data to the second controller when the 
operation data satisfies the preset condition. 

4. The game apparatus according to claim 3, wherein the 
second controller detects a distance between the desired player's 
element and the desired opponent's eleraent according to the 
operation data, and controls the second generator so tlaat the 
displayed combat state image reflects the detected distance. 

5. The game apparatias according to claim. 3, "wherein the 
map of the normal state image compi-ises a plxorality of ai-eas, and 
each of the both elements is positioned in one of the plurality- of 
areas respectively. 

6. The game appai-atus according to claim 5, wherein the 
second controller determines, according to the operation data, 
whether or not an area in which the desired player's element is 
positioned is adjacent to an area in which the desired opponent's 
element is positioned, and controls the second generator so that the 
displayed combat state image represents the desired player's 
element to Sght the desired opponent's element in short-range 
circumstance when the area in which the desired player's element is 
positioned is adjacent to the area in which the desired opponent's 
element is positioned, while the display combat state image 
represents the desired player's element to fight the desired 
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Opponent's element ita lorxg-range circumstance wh.en the area in 
which, the desired, player's element is positioned is not a.dja.cent to 
the area, in which the desired opponent's element is positioned. 

7. A method of execxxting a war simulation gam.e on a game 
apparatus, comprising: 

a first generating step of generating image data to display a 
normaJ state image on a preset display of the game apparatvis, 
which includes a map, at least one player's element, and at least 
one opponent's element, both elements being positioned on the 
map; 

a first controlling step of activating the first generating step in 
response to reception operation data indicating an operation by a 
game player and controlling the first generating step to generate the 
image data for the normal state image according to the operation 
data; 

a second generating step of generating image data to display a 
combat state image on the pireset display, which represents that one 
of the at least one player's element fights against one of the at least 
one opponent's element; 

a second controlling step of activating the second generating 
step in response to reception of the operation data and controlling 
the second generating step to generate the image data in real time 
in response to the operation data; and 

a selecting step of receiving the operation data, determining 
whether or not the operation data satisfies a preset condition, and 
sending the operation data to either the first controlling step or the 



- 34 - 

second controllixig step in accordance with the determination, 

S. A storage medium having computer readable program code 

means embodied in the mediiara^ the computer readable program 

code means comprising: 

first computer readable program code means for generating 

ima^e data to display a normal state image on a preset display, 

which includes a map, at least one player's element, and at least 

one opponent's element, both elements being positioned on the 

map; 

second computer readable program code means for activating 
the tirst computer readable program code means in response to 
reception opera.tion data indicating an operation by a game player 
aild controlling tlie first compaatei- readable program code means to 
generate the image data for the normal state image according to the 
operation data; 

third computer readable program code means for generating 
image data to display a combat state image on the preset display, 
which represents that one of the at least one player's element fights 
against one of the at least one opponent's element; 

fourth computer readable program code means for activating 
the third computer readable program code means in response to 
reception of the operation data and controlling the third computer 
readable program code means to generate the image data in real 
time in response to the operation data,; and 

fifth computer readable program code means for receiving the 
operation data, determining whether or not the operation data 
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satisfies a. preset condition, and. sending the operation data to cittier 
the second computer readable program code means or tbe fouxth 
computea- readable program, code means in accordance with, the 
determination, 

9. A compxxter program for a computer having a display, the 
computer program causing the computer to execute the steps of: 

a first generating step of generating image data to display a 
normal state image on the display of the game apparatus, which 
includes a map, at least one player's element, and at least one 
opponent's element, both elements being positioned oti the map; 

a first controlling step of activating the first generating step in 
response to reception operation data indicating an operation by a 
garne player and controlling the first generating step to generate the 
image data for the normal state image according to the operation 
data; 

a second generating step of generating image data to display a 
combat state image on the display, which represents that one of the 
at least one player's element fights against one of the at least one 
opponent's element; 

a second controlling step of activating the second generating 
step in response to reception of the operation data and controlling 
the second generating step to generate the image data in real time 
in response to tbe operation data; and 

a selecting step of receiving the operation data, determining 
whether or not the operation data satisfies a preset condition, and 
sending the operation data to either the first controlling step or the 



second controlling step in accordance with the determination. 

lO. The coEcipxiter program according to claim 9, wherein the 
computer program is stored in a compiiter readable stoi^age medium. 



